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What follows is my attempt to create a point-based systems that GM's can use to build fantasy Classes within the framework of the Core 
Rulebooks. Of course, the existing Classes have more balance to them than previous editions of the game (in my humble opinion), but are somewhat 
difficult to accurately reconstruct with these rules, due to their inherent imbalances. However, about 7 of the core classes are close to the mark, 3 are 
somewhat off (about 90% under - probably the 3 weakest within the rules, hmm) and 1 is 13% over (in the long run, it is of the more empowered 
classes). 

This engine was created with as little regard to actual GM play-style and setting dependences as possible. Strictured settings, such as high- and 
low-magic or godless worlds, as well as those with predominant types of terrain will affect the strengths of one or more of the Classes. GM style is a big 
influence on how Classes match-up. "Monty-Haul" and "Hack-n-Slash" gamemastering redirects the balance of many character types. 

With that in mind, the following system should be used to help spingboard and balance any new core Classes that you want to create. Is isn't 
wholly perfect, but neither am I, and nor is any one game. I would appreciate any positive feedback or suggestions - or even variations that you come 
up with. 



cMelhod 

Classes are built with Class Points (or CP). After deconstructing the system, I came up with an average of 250 CP per Class. You can use this as 
a base when building new Classes, but I suggesting going a little lower (maybe 240 CP) to keep any creations from outshining the core Classes. This 
number should be your ceiling for CP building when using the charts and tables below. 



• Start with CP and determine the Hit Dice for the Class. Add the corresponding CP value. 

• Determine which Weapon Proficiencies are available to the class. The CP for weapons are cumulative, so if the Class can use all simple and 
martial weapons, the 25 is added to the CP. Weapons that are added singularly are worth 1 CP each. 

• For Armor Proficiencies, add the CP of all that apply. If the Class has a restriction such as natural materials (Druid) or progressive Armor Class 
(Monk), use a value of 10 instead. 

• For Skill Points, select the CP value according to the base number that applies. 

• Determine how many Class Skills are available to the Class and select the appropriate CP value. 

• For Alignment, add if the Class has no alignment restrictions. Add a CP value of -5 if it is restricted to an alignment range such as Lawful, 
Chaotic or no-Lawful. Select -1 instead if it has a singular Alignment requirement. 

• For Attack Bonuses, select the appropriate CP value, determined by the Class' attack bonus progression. The Ratings are provided merely as a 
helpful description. 

• For Saves, select the appropriate CP value, detemined by the Class' equivalent Save bonuses. Again, the Ratings are just descriptive terms. 



| Hit Dice 


CP | 


d4 


10 


d6 


20 


d8 


30 


d10 


40 



d12 50 



1 Weapon Prof 


CP | 


All Simple 


10 


All Martial 


15 


Per Individual* 


+1 



I Armor Prof 


CP | 


Light 


10 


Medium 


10 


Heavy 


10 


Shields 


5 



Special* 10 



I Skill Points 


CP I 


2 


15 


4 


30 


6 


45 


8 


60 



1 Class Skills 


CP I 


6 to 10 


10 


11 to15 


15 


1 6 to 20 


20 


21 to 25 


25 


26 to 30 


30 


31 + 


35 



1 Alignment 


CP 1 


Any 





Prohibited 


-5 


Exclusive 


-10 



1 Attack Bonuses 


Rating 


CP I 


As Barbarian, 






Fighter, Paladin or 


Good 


50 


Ranger 






As Cleric, Druid, 






Rogue, Bard, 


Lesser 


30 


Monk 






As Wizard or 
Sorceror 


Poor 


10 



1 Saves 


Rating 


CP 1 


As Barbarian, 
Ranger, Fighter, 
Paladin 


Durable 


15 


As Bard 


Adroit 


25 


As Cleric, Druid 


Defended 


25 


As Monk 


Ultimate 


35 


As Rogue 


Deft 


15 


As Sorceror or 
Wizard 


Willful 


15 
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Add up all the CP values you've been recording so far (if you have been tallying them all along) and subtract them from your ceiling of 240 CP. The 
number of CP remaining are the points you have left to pick special abilities for your Class - otherwise known as "the Hard Part" 

The tables below list basic abilities possessed by one or more of the core Classes, as well as a few "Sample" abilities I threw in. I realize that this 
can be a daunting and confusing task, so futher into this writing are Appendices that compare the classes in point totals and break down the costs of 
their special abilities. It also can provide you with a way to campaign-tweak an existing class for a custom game world. 



General Abilities 


CP 


Notes I 


New Use of an Existing Skill 


5 


A new use of a skill or additional bonus. 


One-Time Ability 


5 


A standard ability giving the class a special 
one-time bonus or power. This should be no 
more powerful than a low-level spell effect or 
+2 bonus. 


Enhanced One-Time Ability 


10 


A more powerful One-Time Ability that confers 
a few lesser benefits or a moderate spell effect 
or bonus of up to +4. 


Moderate Ability 


10 


A standard ability (akin to One-Time Ability) 
that increases one or more times as levels are 
arrrued 


Excellent Ability 


15 


A more powerful ability that increases one or 
more times as levels are accrued. Can also 
represent a Moderate Ability that increases a 
lot. 


Outstanding Ability 


20 


A very powerful ability that gives the class a 
distinct superiority that increases one or more 
times as levels are gained. Can also represent 
an Excellent Ability that increases a lot. 


Acquired Feat 


5 


Any general feat acquired. 


Acquired Mystical Feat 


10 


Any magical feat acquired. 


Minor Code 


-10 


Fairly easy to follow Code of Conduct 


Strict Code 


-15 


Very restrictive Code of Conduct 


Greater Restriction 


-10 


A prohibition or restriction that detrimentally 
affects the abilities of the Class 


Multiclass Restriction 


-10 


Prohibits the Class from gaining levels if 
gaining levels in another Class 


Illiteracy 


-5 


Must spend additional skill points to Read and 
Write 


Mystical Abilities 


CP 


Notes 


Spell Capability 


10 


The core ability to cast spells. Needs to be 
taken for all Classes that use Spell Lists. 


Divine Spells 


Total of All Spells per Day that can be cast at 
20 th level 


Add all the numbers up of the Cleric Spells per 
day that can be used at 20 th level. Does not 
include bonus spells or benefits from Domain 
Spells. Does include the requirement of an 
hour per day of preparation. The same goes 
for Druid Spells but with some limitations that 
follow. 


Arcane Spells 


Total of All Spells per Day that can be cast at 
20 th level multiplied by 2 


Add all the numbers up of the Arcane Spells 
per day that can be used at 20 th level and 

double the total. Includes the hourly 
memorization of spells beforehand. This 
method is used for Bards, Sorcerors and 

Wizards, though some limitations may apply. 


Limited Spell List 


-10 


Applicable if the spells are cast from a smaller, 
restrictive list. 


Fast Casting 


10 


Spells need not be prepared beforehand. 


Spell Substitution 


5 


Allows a predetermined spells to be cast in 
place of other spells. 


Domain Spells 


Total of All Domain Spells per Day that can be 
cast at 20 th level. 


Add all the number of Domain Spells that can 
be cast at 20 th level. Select one Domain and 
Diety for the character. 


Additional Domain 


+5 


Per additional Domain of Spells. 


Divine Gifts 


+5 


Per gift bestowed upon the character from a 
Diety. 


Unlimited Arcana 


+15 


Ability to know an unlimited amount of Arcane 
Spells. If this ability is not selected, the Class 
is limited to a finite amount of spells that can be 
learned. 


Delayed Spell Ability 


-10 

3 


Can be applied if spell casting ability begins at 
4 th level. Can be applied with a -20 if it begins 
at 8 th level instead. 



Sample Abilities 


CP 


Notes 1 


Minor Bonus Spell 


o 


Ability to cast a 0-1 st level Arcane spell or 1 st 
level Divine spell 1x/day 


Elemental Resistance 


5 


+2 to saves against a particular elemental 
effect, such as ice or fire 


Fighter Specialization 


10 


Acquired Specialization Feat. Should cost 
more since it is normally reserved to Fighters 


Armored Casting 


10 


The ability to cast Arcane spells while in light 
armor. 


JZ^it of Prestige 

This optional section provides the GM with a way to use this system to build new Prestige Classes. 


Quite simply, build it as a class as described above, but with a ceiling of 225 CP. Prestige Classes have a few instrinsic bonuses that shave this 
down to a smaller number, the core of which is the lack of requirement by level or class. 
Keep a couple of things in mind when doing this: 


• The Alignment restriction table would be considered a Requirement (see further below). 

• The Attack and Save bonus tables would still be used, but they only apply up to 10 th level. 




Before you move on to figuring up the Special Abilities for the Prestige Class, determine its Requirements. Generally, they have between 40 and 
70 points worth. Any of the negative CP Abilities (such as Minor Code, Strict Code, and Greater Restriction) can be applied as Requirements. The 
following table lists a few more that are common to Prestige Classes: 


Restrictions 


CP 


Notes 1 


Racial Requirement 


-10 


Only allows membership of a specific race. 
Crossbreeds can be allowed at the designer's 
whim. 


Attack Bonus Requirement 


5 per +2 bonus 




Skill Rank Requirement 


-5 per +2 ranks 




Feat Requirement 


-5 


Per specific Feat required. 


Minor Deed 


-5 


A not-so-hard task needs to be accomplished 
to join (Kill someone, steal a certain type of 
item, etc.) 


Significant Deed 


-10 


A substantial task needs to be accomplished to 
join (Killing an important person, stealing a 
particular item owned by someone, etc.) 


Quest 


-15 


A small quest needs to be accomplished to join 
(return what was stolen from me by city x, kill 
this ferocious creature, etc.) 


Heroic Quest 


-20 


A quest needs to be fulfilled that can only be 
accomplished by a hero (pick almost any of 
Hercules' Labors) 


Spell Capability 


-5 


Requires the capability of casting spells, 
usually at least 1 st level. 


Moderate Magic 


-10 


Requires the character to know how to cast 
spells of at least 3 rd level of spell ability. 


Good Magic 


-15 


Requires the character to know how to cast 
spells of at least 5 th level of spell ability. 



After determining Restrictions, move on to taking Special Abilities as proscribed for core Classes. 

Example Requirements for some Prestige Classes: Arcane Archer 50, Assassin 60, Blackguard 55, Dwarven Defender 45. The last two were 
rounded down. 

Closing 'Thought 

Even with a point system for building classes, a good dose of insight and evaluative judgement on what is and isn't appropriate should apply as a 

DM. 
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wing the Classes 

The chart below breaks down all the class and shows how they would be constructed with this engine. 





HD 


Weapon 
Prof 


Armor 
Prof 


Skill Pts/ 
Level 


Class 
Skills 


Align 


Attack 
Bonuses 


Saves 


SUBtotal 


Special 
Abilities 


TOTAL 


Barbarian 
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OU 


do 


do 


on 

OU 


\ U 


U 


cn 
OU 


1 


one 
d\)0 
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4U 
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Bard 


on 
d\J 


A A 
I I 


OK 

do 


on 


oU 


c 

-o 


on 
oU 


OK 

do 


1 bb 


n u 


0"7C 


Cleric 


ou 


I u 


OO 


I 


1 n 


u 


in 


£-0 


I 00 


85 


240 


Druid 


30 


9 


10 


30 


15 


-5 


30 


25 


144 


106 


250 


Fighter 


40 


25 


35 


15 


10 





50 


15 


190 


55 


245 


Monk 


30 


12 


10 


30 


15 


-5 


30 


35 


157 


130 


287 


Paladin 


40 


25 


35 


15 


10 


-10 


50 


15 


180 


77 


257 


Ranger 


40 


25 


25 


30 


20 





50 


15 


205 


32 


237 


Rogue 


20 


16 


10 


60 


35 





30 


15 


186 


65 


251 


Sorceror 


10 


10 





15 


10 





10 


15 


70 


145 


215 


Wizard 


10 


5 





15 


10 





10 


15 


65 


170 


235 






















Average 


-250 | 



Class Jtfbilities 



1 Barbarian Abilties 




CP 


Equivalent 1 


Barbarian Rage 




15 


Excellent Ability 


Fast Movement 




5 


One-Time Ability (conditional) 


Uncanny Dodge 




15 


Excellent Ability 


Damage Reduction 




10 


Moderate Ability 


Illiteracy 




-5 


Illiteracy 


1 Bard Abilties 




CP 


Equivalent 1 


Spell Capability 




10 


Spell Capability 


Arcane Spells 




70 


Arcane Spells 


No Memorization 




10 


Fast Casting 


Bard Spell List 




-10 


Limited Spell List 


Bardic Music 




20 


Outstanding Ability 


Bardic Knowledge 




10 


Moderate Ability 



1 Cleric Abilties 


CP 


Equivalent 1 


Spell Capability 


10 


Spell Capability 


Divine Spells 


41 


Divine Spells 


Domain Spells 


9 


Domain Spells 


Additional Domain 


5 


Additional Domain 


Divine Gifts (2) 


10 


Divine Gifts 


Spell Substitution 


5 


Spell Substitution 


Turn Undead 


15 


Excellent Ability 


Code of Conduct 


-10 


Code of Conduct 




1 Druid Abilties 


CP 


Equivalent 1 


Spell Capability 


10 


Spell Capability 


Divine Spells 


51 


Divine Spells (equivalent) 


Limited Spell List 


-10 


Limited Spell List 


Druid Language 


5 


One-Time Ability 


Nature Sense 


10 


Enhanced One-Time Ability 


Animal Companion 


5 


One-Time Ability 


Woodland Stride 


5 


One-Time Ability 



5 



Druid Abilties 


CP 


Equivalent 


I laOMcoo Olc[J 




("In^-Timo Ahilitv 
Wile 1 Mile rAUIIIiy 


Rocict Mstfi iro'c 1 iiro 


1 n 


FnhanroH rinp-Tiino Ahilitv 
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VV MU Ol Ictpt; 


90 


Oi itctnnrlinn Ahilitv 
uu Lbidi iuii iy rtuiiuy 


l/onnm Immi init\/ 

V c 1 1 Ul l 1 IllllllUllliy 


c 

o 


PlnD-Timo AKilitv 
ui it? i iiiic rtuiiuy 


A Thousand Faces 


10 


Enhanced One-Time Ability 


Timeless Body 


5 


One-Time Ability 


Armor and Weapon Prohibition affects Magic 


-15 


Greater Restriction (multiple) 


Reverance of Nature 


-10 


Lesser Code 


Fighter Abilties 


CP 


Equivalent 


Feat Bonus (11) 


55 


Acquired feat (multiple) 


Monk Abilties 


CP 


Equivalent 


Unarmed Strike (includes Flurry of Blows) 


15 


Excellent Ability 


Stunning Attack 


10 


Moderate Ability 


Evasion (including Improved) 


15 


Excellent Ability 


Deflect Arrows 


5 


Acquired Feat 


Fast Movement 


10 


Moderate Ability (conditional) 


Still Mind 


5 


One-Time Ability 


Slow Fall 


5 


Moderate Ability (but very limited in usefulness) 


Purity of Body 


5 


One-Time Ability 


Improved Trip 


5 


Acquired Feat 


Wholeness of Body 


10 


Enhanced One-Time Ability 


Leap of Clouds 


5 


One-Time Ability 


Ki Strike 


10 


Moderate Ability 


Diamond Body 


5 


One-Time Ability 


Abundant Step 


5 


One-Time Ability (reduced) 


Diamond Soul 


10 


Enhanced One-Time Ability 


Quivering Palm 


10 


Enhanced One-Time Ability 


Timeless Body 


5 


One-Time Ability 


Tongue of the Sun and Moon 


5 


One-Time Ability 


Empty Body 


10 


Enhanced One-Time Ability 


Perfect Self 


10 


Enhanced One-Time Ability 


Wearing Armor affects all Abilities 


-20 


Greater Restriction (massive) 


Multiclass Restriction 


-10 


Multiclass Restriction 




Paladin Abilties 


CP 


Equivalent 


Detect Evil at will 


10 


Enhanced One-Time Ability 


Divine Grace 


10 


Enhanced One-Time Ability 


Lay on Hands 


10 


Moderate Ability 


Divine Health 


5 


One-Time Ability 


Aura of Courage 


10 


Enhanced One-Time Ability 


Smite Evil 


10 


Moderate Ability 


Remove Disease 


10 


Moderate Ability 


Turn Undead 


10 


Moderate Ability (limited) 


Spell Capability 


10 


Spell Capability 


Divine Spells 


12 


Divine Spells (equivalent) 


Spells Begin at 4 th level 


-10 


Delayed Spell Ability 


Special Mount 


15 


Excellent Ability 



6 



Paladin Abilties 


CP 


Equivalent 




Code of Honor 


-15 


Strict Code 




Multiclass Restriction 


-10 


Multiclass Restriction 






Ranger Abilties 


CP 


Equivalent 




Rnpll Oanahilitv 


10 


finpll ("ianahilitv 

vjpcil ^ CI [_J el kJ 1 1 1 1 y 




Divine Spells 


12 


Divine Spells (equivalent) 




Limited Spell List 


-10 


Limited Spell List 




Spells Begin at 4 th level 


-10 


Delayed Spell Ability 




Track 


5 


Acquired Feat 




Favored Enemy 


15 


Excellent Ability 




Ranger Two Weapon Technique 


10 


Acquired Feat (2) 




Rogue Abilties 


CP 


Equivalent 




Sneak Attack 


15 


Excellent Ability 




Traps 


5 


New Use of an Existing Skill 




Evasion 


10 


Enhanced One-Time Ability 




Uncanny Dodge 


15 


Excellent Ability 




Special Abilities (4) 


20 


Acquired Feat (basically) 




Sorceror Abilties 


CP 


Equivalent 




Spell Capability 


10 


Spell Capability 




Arcane Spells 


120 


Arcane Spells 




Limited Spell List 


-10 


Limited Spell List 




No Memorization 


10 


Fast Casting 




Familiar 


15 


Excellent Ability 




Wizard Abilties 


CP 


Equivalent 




Spell Capability 


10 


Spell Capability 




Arcane Spells 


80 


Arcane Spells 




Known Unlimited Spells 


15 


Unlimited Arcana 




Bonus Feats (4) 


40 


Acquired Mystical Feat 




Familiar 


15 


Excellent Ability 




Scribe Scroll 


10 


Acquired Mystical Feat 
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OPEN GAME LICENSE Version 1.0a 



The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

1 . Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" 
means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means 
the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and 
is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under copyright law, but specifically excludes Product Identity, (e) "Product Identity" 
means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to 
use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content, (h) "You" or "Your" means the 
licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this 
License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non- 
exclusive license with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions 
are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game 
Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 

1 1 . Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License. 

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make 
it enforceable. 

15 COPYRIGHT NOTICE 

Open Game License v 1 .0 Copyright 2000, Wizards of the Coast, Inc. 
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